What's the Deal with D&D? An Audio Adventure in Dungeons & Dragons
Transcription
M: DnD – they still play that? 

M: Impression of what?
F: Oh wow, my impression of Dungeons and..I don’t really have one. Um, ok, if I had to be honest, my impression of Dungeons and Dragons is that it’s something that uh, that uh....it’s a little cult-ish? I think? And not in the Cool-Aid drinking way, but sort of a…(laugh)..you know…um

M: I don’t really have much of an impression. Is it still popular?

F: Um..I don’t know that much about Dungeons and Dragons.  My older brother played it when I was a kid. 

M: I know that it’s a role playing game

F: My father used to play Dungeons and Dragons, he..him and all his buddies would come over it was almost like a poker night and they’d play downstairs, (whisper) and he used to roll joints. And that’s how I learned how to roll a joint, I was like four years old.

F: Um I know it’s about Dungeons and Dragons…

Amy Jo: I think people they know what DnD is and they know it’s somehow negatively associated with Satan, and that’s what they’ve heard, and that’s my generation. But when people actually ask the question what DnD is, I think they think it’s a board game.  My name is Amy Jo Samuel, and I’m 30, I hate saying that, and I’m a project manager for a telecom company.  I’d say I was about 14 or 15. I got into the Dragon Lance chronicles which were written by Tracy Hickman and Mary Wis..Margret Wise. And they were both DnD players, and they took their characters that they had been playing in this game and wrote a trilogy about it. And that just totally fascinated me. And I was completely in love with this series. I thought, “I can do that too, I can make a character and sort of play this world.” So, then I went to college, and my sophomore year, randomly met up with Adam, who I became really good friends with. His next-door neighbor was gonna start a DnD group, and Adam asked me if I wanted to be a part of it. And that was it sort of became obsessive. I created this first level mage with a group of 8 of us, and we played every single week for the next four years together.   And it was, it was just so comforting. You have these things in college that always are changing, you had friends, dorms, living spaces, classes…twice a week you went to the same house, you sat with the same people, and you were very comfortable with your character at this point so you could just go into this very familiar place and live out these adventures with them. And it was very therapeutic in a lot of ways.

M: …are dead and you rifle through their rapidly cooling corpses, what do you do?

Group: (all speak at once) 

M: Ok. Fyutsu’s with Oran, Cosarian…

M: Wait wait wait, I’m gonna fill up the pits with bodies.

M: Oh ok. That’s a good idea.

M: Alright, I’ll help you drag bodies to that…

M: Fyutsu starts moving bodies into the pit.
M: I’ll help.
M: With Oran.

M: Alright, Oran, also starts filling the pit with grimlock bodies. 

M: I definitely step away from that.

M: It’s a messy job.

M: Somebody’s gotta do it.

M: I’m up against the wall…

M: (mocking) I don’t wanna get dirty.

Group: (laugh)

M: I killed most of them. I don’t have to move them.

M: Alright, guys. Cosarian, you’re up.

Aaron: My name is Aaron Charlwood.  I am a senior network infrastructure engineer at Akamai Technologies in Cambridge Massachusetts. I received the Dungeons and Dragons first edition boxed play set, which consisted of a player’s handbook, a short sample adventure, and some interesting dice when I was in the first grade. My father bought it for me. My father was a great source of bizarre presents. He would see things that he thought were interesting and get them for me. I didn’t know what it was at first, but the big red dragon on the cover was really intriguing. That’s probably what he picked up on when he saw it. Probably not an appropriate gift for a 7 year old, but I thought it was great. Here kid, here’s a thing about slaying dragons and rescuing people and traipsing through dark and dreary terrain to kill monsters. Don’t get any nightmares and wake me up in the middle of the night. (chuckle)

M: …the pit is about ¾ of the way full, at this point, of bodies.

M: Oh that’s working out conveniently.  
M: It might work. Keep at it.

M: There’s gonna be squishing when the wagons go over.

M: We have to go further to get the bodies now.

M: Yea. Now it’s gonna be slower. Especially since nobody else is helping you.

M: Yeah. Thanks guys. 

M: That’s ok, we’ve got it.

M: That’s a pretty gross job guys. Nasty.

Aaron:  Ok, so, how do you play the game – in every gaming sessions there’s one person called the Dungeon Master, it’s the same person for every gaming session, and he facilitates the game world. You yourself have a player character, who which is a person you pretend to be. The way you play the game is by pretending to be this person in this world that is created and facilitated for you by the Dungeons master. When there’s a battle or a certain task that could succeed or fail, that’s when the dice rolls come in.  you have a character sheet which describes your character’s statistics, and your characters statistics give you bonuses or minuses to your dice roll depending on how good or how not good you are at doing certain things. As you go through this game world, you will find yourself on different adventures, and that’s what makes it fun. The dice roll adds a little bit of randomness, but really the game is mostly about pretending you’re in a fantasy world and having a fun interacting with these other people who are pretending to be these other characters, to co-create a fantasy situation which can lead to some pretty interesting scenarios.

M: Your brother called you a geek for playing DnD?

M: Yeah.
M: (laughs)
M: ..is there like rubble at all?…
M: Yea sure sure. 

M: ..I wasn’t sure of the exact..

M: Alright. So you see, you see nine grimlocks advancing on you.

M: Aw Jesus.

M: ..you don’t say Jesus.

M: Hello. Who’s Jesus?
M: He’s the burger king. The king of mine. Jesus.

M: You should market that. Make a lot of money off of that in this world.

Beth: I’m always fascinated to talk about gaming because it’s something that lots people who I’m around do and not lots of people talk about.  My name is Beth Andres-Beck, I’m 21 years old, I graduated from Smith College last December, now working at Boston medical center. I’m actually a third generation gamer. My grandfather played, my father and my mother both gamed before I was born.  I think I was 7 and my father had been telling me about Dungeons and Dragons. He’d read fantasy to me the whole time I was growing up.  So I was 7 and it was the first non-fiction book I bought was a Player’s Guide to Dungeons and Dragons 2nd edition.  So I’ve been gaming for 2/3rds my life.  Back in second edition you start talking about THACO and where you subtract and where you add and it just gets really complicated really fast. THACO is “To Hit Armor Class Zero” it is the roll you have to make to hit something, if the thing you are attacking has an armor class of zero.  If it has an armor class higher than zero, you roll the roll, and then you add the armor class to the roll, and compare it to the THACO in order to see if it hit. (laugh) that is why the rules are slightly intimidating to some people.

John: My name is John Rusch, and I’m a journalist. About 1986 I came across the original Dungeons and Dragons box set at a shopping mall bookstore. Almost at exactly the same time I met some kids in study hall. They knew what it was, and so we started playing.   It is a really intimidating game. You just look at the books. Where you like “let’s play a game,” and you haul out this 150 page book and people are like “oh crap” you know, it’s like way worse than having to reading the top of the monopoly box and figure out how to play. And I’m surprised that didn’t intimidate me. Because I really don’t like a bunch of rule. I think somehow I really early on read that part that said that “these rules are all suggestions. Do whatever you want.” And that really struck me. I’m like that’s cool. That’s revolutionary. And I’ve always taken that attitude.  Now I know a lot about the rules than I did back then, ‘cause I got interested. But I think it can be a total turn off.  I always just start very simply, just a Choose Your Own Adventure thing. You can improvise, it’s just improvised acting is basically how I describe it to people. And I think a lot of ways it’s misleading to call it a game, I mean you could call it just role playing or even theater and people might understand it better. I always liked it ‘cause it was a game that wasn’t really a game, it had no real goal and had no set rules per say. That definitely makes it hard to box in to people and explain to them.  

Aaron:  Well suppose you have a band of goblins charging at you. You’re in a dungeon. The tunnel is 10ft wide and they’re 50ft in front of you. You have on you a backpack, you have armor, you have a sword and a shield. You’re only one person against this big group coming towards you. What do you do? You could wade into the throng and thrust with your sword, maybe you can take a few of them out before they all overwhelmed you. Maybe you have an oil lamp and a flask of oil. You could throw the flask of oil on the ground in front of you and throw the lamp after it, create a huge fire, a blaze, between you and the goblins, create a temporary barrier. You could probably throw rocks at them, they could throw rocks at you, too, but at least you slowed down their advance. Maybe you slow it down long enough so you could tie a rope across the corridor and trip some of them if they were heading towards you. Instead of attacking them you could run. Maybe they just want what’s in your backpack. You could throw some of the food on the ground, maybe they’ll stop and grab the food and they wouldn’t attack you. Maybe you could drop your bag of jewels. Maybe that’s all they want. Think about that in terms of real life, you can apply that to situations that you face on a daily basis. You have three lines in grocery store, which one is gonna move the fastest? How are you gonna make a line to move faster? Well, you could fart, that’ll clear some people out (laugh). You could observe how many people have the most number of items in a particular line and base you line choice on that. You could see which cashier is the fastest. And go with that person. You could put your food back and go some other time. It just teaches you to look at what you have available to use, and think about how you could take those pieces and put them together to meet your objective, to meet your goal.

M: Alright, so the pit’s now covered with wood and planks and dead bodies. 

M: Ok. Wagoners. Let’s move them over.

M: Ok. Well the first one goes across, and there’s terrible squishing going on. 

Group: Awww…

M: What am I driving over? Man!

M: Wouldn’t you see? Didn’t he hear us throwing dead bodies?
M: No, he was busy drinking.

M: The horses are a little skittish when they cross the opening, but they do it.

M: I give them a cube of sugar.

M: …and the remaining wagons follow. One by one. Successfully squeezing and compacting the bodies so that the runnings collect in the bottom of the pit.

M: Nice.

M: Yea. You could ferment that.

M: Awww…

M: I’m sure that smells real good.

M: So yea. So that’s the wagons.  Alright. The wagons are over the pit. Good job.

M: Woohoo!

M: Yay!

M: Let’s uh, move the…

David: Is it bad for you? Does it glorify violence? Does it justify mob rule, does it sort of elicit and make ok blood lust? That’s the implicit question.  My name is David Kociemba, I teach media studies at Emerson College and at the Massachusetts College of Art. I teach courses such as a seminar in Buffy the Vampire Slayer, such as introductory media history courses, history of American film censorship, things like that.  I also actually have taught fantasy gaming to 4th-8th graders at the College Academy.  It’s nerd camp. Let’s be clear. It’s a nerd camp. And there’s nothing wrong with nerd camp, it’s really endearing. ‘Cause these kids are monomaniacal, they’re focused, they love what they do and they haven’t reach that sort of age in high school where they’ve been shamed into not liking what they like to do, where it’s no longer cool.  There’s classes in web design, there’s classes in chess, magic the gathering, debate, which I also taught, and role playing.  Debate, basically you just let the kids do their debate. The parents watch. And the parents pretty much could see the use value of this. They could see “ok my kid could be a lawyer, a good negotiator in business. My kid could become an agent.”  Whatever. They see a tangible value in debate.  With gaming, however, there’s this inherent skepticism.  Which is “Why is my kid into this, is it dangerous my kid is into this, and are you enabling my kid in doing this. And what possibly is the use value of this?”  Americans are fundamentally suspicious of people who devote themselves to their imagination, to creation. Because the implicit question is “So what are you gonna do with that? You don’t really think you’re going into American’s #1 industry, do you? You don’t really think you’re going to be an artist, do you?” that’s never said, sometimes it’s said, actually, but most of the time if the person is polite they just sort of raise their eyebrow or smirk or something like that, and there’s an inherit sort of moment of defensiveness of being an artist, being a critical studies person that you sort of have to defend yourself, that if you’re in an MBA program you need never do.  

Amy Jo:  You can’t look in a newspaper for a group to game, you can’t really advertise that you need a gaming community. You just kind of have to find and fall into these things. And you really don’t find them unless you are really looking for them. And I think that could be part of the problem there, is that a lot of people don’t even know that it exists. A lot of times I tell people that I game, they’re like “what is that? What are you talking about?” Actually my friend Jeff who played violin with me since I was four, really closed to me, just came up to Boston like a month ago and I was talking to him about something and he was like “what are you doing with your life?” and I was like “Blahblahblah, I still do this I still do that, I play DnD,”  he’s like “you know, I’ve been meaning to ask you this for about 10 years now, and I’ve been talking to some of our mutual friends about this, and we’re scared to ask you, but, what exactly is DnD?” so you don’t even realize that some people are that far removed from it they have no idea what it is, they’re just think, “ok, let Amy Jo do her DnD,” and that’s kind of how they take it. So. It’s very unapproachable. Absolutely.

Beth: There aren’t very many books that are “How to play Dungeons and Dragons successfully.”  Well. Ok. That’s not true, they did just come out with Dungeons and Dragons for Dummies. And I think that that’s emblematic of how it’s starting to come out in popular cultural and be far more accepted than it was in the 80s when it was basically brought up by church groups who considered it Satanic.

David: It had to have been early to mid-80s, because it was about the time that 60min did this big broadcast. I forget even the exact details but I remember having a long debate with my mom and my dad about whether DnD led to Satanism (laugh). And that was the real sort of accusation that it was a sub-cultural activity, people who were interested in the occult did it, they were suicidal, and murderous…that was the first time I had t o sort of think about and defend this activity.

John:  In a lot of ways the fundamental Christians are the best friends Dungeons and Dragons have ever had. Because like so many sub-cultural things, it’s something the most people know about only because there’s a controversy that publicized it. At the time I was living in a small town in southwestern Pennsylvania, very conservative, the church the I went to I remember them handing out little pamphlets on the evils of role playing, and the devil coming into your home and all this crap.  I think it hits fundamental Christians in a couple of ways. One is just that it had demons and monsters in it, and it was so imagination based, so that you were pretending they were real or whatever, and that was very threatening to Christianity, especially Christianity itself presumes these things are real (laugh) I think part of it is that they felt usurped by it. Also it bares a lot of similarities to some types of psychology and psychotherapy, I think, with role playing exercises, that again, fundamental Christianity has been really suspicious of, anything about digging into the subconscious or whatever. And then I think also, the flip side of D&D being so imagination based, it’s also very book based. So you know it had these three rule books. Christians are so obsessed with rule books, they have the Bible, it’s all about written stuff. If you go look in this written stuff there’d be like all this detailed descriptions of demons and magic systems. All that sort of stuff. To them it was like a spell book, or a magic book, or something. And I remember there was, one of the Christian myths at the time was that the world “devil” was in the Dungeon Master’s Guide 666 times or something – there was all this ridiculous crap. And so I hit them in so many ways. It’s just like..I think it really spoke deeply to their own sort of weird imaginations.

Beth: Part of the problem with the American Dream and the rugged individualist culture that we have, is if you’re not working every minute to achieve a house, and a family and suburban housewife with 2.4 kids, you’re not succeeding. So if you take time out to go and enjoy yourself or do things that are purely frivolous, then you’re failing, or you’re sacrificing the opportunity to get ahead.  The idea of escape as being bad is ridiculous, ‘cause everyone has their escapes. You sit down to watch Monday night football you’re ignoring your reality, you’re ignoring the dishes that needs to be done, the laundry that needs to be done, the screaming kid, whatever. I don’t think this is fair to say that this is any more damaging than any of the other hundreds of ways that kids and adults use to escape from the world. And I think it’s, in fact, it’s better than a lot of the other ones because it involves social skills and learning to interact with people, and problem solving and thinking out side the box…despite all the rules in the gaming system you can do absolutely anything with it.

Music

David: So it’s interactive, it’s social, it’s creative, and there’s a whole host of unintentional learning that goes on. Unintentional learning is stuff you learn without thinking about it, in the process of learning something else. An example of this is you’re learning tactical and strategic learning for the combat stuff, you’re learning group dynamics; you’re learning how societies function when you enter into this imaginary village or imaginary city. So you’re learning a whole host of things. And, in order to be a Game Master, in order to come up with these imaginary cities, religions, and arts, and you have to do a heck of a lot of research. 

Beth: I think definitely influenced the books that I read the way I approach some subjects. History, for example, I’m not interested in facts, dates, and battles, I’m interested in how people thought differently. So I love going back and reading about ancient Rome and imagining a world where the god were automatically accepted. It was just a given. Whereas now we’re skeptical so there’s no way that we can actually understand what went on then because we can never quite get back the mindset that they had. I think I would be a lot less flexible if I hadn’t been introduced to role-playing. Truth is a lot more subjective if it can change depending on what character you’re playing.

Amy Jo: Imagination. Absolutely. You’re constantly actively imagining things, which is great.  Even at work, I’m just known to be a person who is known for creatively come up with something, I think that’s something training my mind to do on a weekly basis and not think about things in a very black and white board game style world, but just a constantly thinking about this other world has helped.  Tolerance. I learned a lot of tolerance of people because a lot of people that play have quirks, and you need to be patient with them and you need to understand where they’re coming from and their background what they’ve had to deal with in their lives. You know what’s weird, but I’ve learned a lot of good vocabulary from Dungeons and Dragons.  Things like, ‘melee’ (laugh) ‘avatars’, you know, hundreds of words that come of Dungeons and Dragons. ‘Dexterity’, you know, they’re words in our society that you can utilize.  So vocabulary is huge.  Tactics. Strategy. Just in terms of battle in DnD, you can play chess with that, you can try to strategize in your own personal life with that: is this a good time to buy a house? What is my best move? Etc. So, thinking 15 steps ahead is kind of important to gain those skills. 

Aaron: I think that if you don’t’ exercise, you atrophy. If you don’t daydream, you don’t have fantasies and you don’t exercise your imagination and creativity, than the muscles in your brain that controls those things won’t be strong, so you won’t have the ability to think creatively.  Everybody enjoys being different people. I would say that you’re a different person within the first five minutes of waking up in the morning than you are in the middle of the day. And I think you’re different person on your drive home on a Friday afternoon from work, than you are half way through your vacation in a beautiful part of the world. And I think that everybody is dynamic, and they change from hour to hour. And so, pretending to be a different person is really no different than being yourself. You’re just accusing those parts of yourself when you want to instead of as it just comes naturally.

M:  People associate it with computer nerds? You know what I mean? Computer gaming nerds.
M:  I’ve seen the 24-sided dice at my friends house, and I’ve seen the people who play them, and they often talk like the guy in the  Simpsons.
F: Oh the people who played Dungeons and Dragons? They weren’t people that I hung out with in school, doesn’t’ mean there’s nothing wrong with them.  We used to call them computer jocks.

M: Let’s see, the non-athletic, glasses wearing, like myself, not very attractive to the ladies at the high schools.

Amy Jo: It’s kind of funny, um, I think a lot of people have a lot of misconceptions about the game, and who plays it, and what’s it’s about. I had this group of friends who went to Cornell, and they were all punk rockers, and they were really nervous about me playing DnD all the time which was funny because they got into a lot more trouble than I ever could conceivably get into, playing a game of role playing at some one’s house.  But anyway, they brought me over to their house and showed me Mazes and Monsters.  It’s a Tom Hanks movie and it was made in like 1982, it’s about these kids sitting around in this college dorm playing Dungeons and Dragons, the main character, Tom Hanks’ character gets so obsessed with it that he starts to dress up like the character and runs around in the caves and just kind of goes insane. That was the point of it, is that this is an evil game and your child will lose his mind if he plays it. And I remember at one point there was this one scene where they’re gaming at the table and the kid…my friends were like “watch this movie, this is important, this is what’s going to happen to you.” And they do this roll, “I want to go through the dungeon,” or “I want to go through down the hallway.” And the Dungeon Master says, “you fall into a trap and you die.” (laugh) in the movie. And I’m sitting there and I go, “That’s not cool. He didn’t even get a saving throw?” and my friends were like, “this is hopeless, this is absolutely hopeless.” 

John: DnD is one of those things where you can definitely get locked into a fantasy world. If that fantasy world is preferably to the world you’re living in, it can be really alluring. There was a kid in my town who did go crazy with DnD..well he went crazy and it manifested in part through DnD. I still remember, my mom called me, “stay home from school, the state police are out looking for this kid, ‘cause he ran away from home, and left a note saying he’d taken his bow, his hunting bow and had gone off into the woods to find the Elvin king. This was a kid I was supposed to play in a game with a few weeks later. I’d never play with him before, he was gonna join the group. Yea, so, there’s a total example of somebody went crazy in a sort of DnD theme. But then again he had a hunting bow ‘cause he grew up in this freaky hunting culture and obviously his family situation is really screwed up. So you know. DnD is not gonna make people go crazy, but it’s certainly a channel their madness can flow down if they so choose.

David:  I think it’s an open question as to whether violence affects you more, when you see it in images 11ft tall with surround sound, stuck in a movie theater with people on each side of you, mostly immobile with images brighter and larger than life, whether that’s more disturbing and upsetting and emotionally numbing, than not seeing any of that and being in a situation that you can always get up and walk away from, yet it is purely imagined. You have invested yourself in creating this character, and the character’s choices are partially the characters but they’re partially the authors. It’s partially the role, but it’s also partially the actor.  And so there’s a certain amount of question of whether violence is more powerful when it’s imagined, rather it’s witnessed.  To a certain degree walking into a movie theater or turning on a television set is an act of trust – that the authors will not step beyond certain boundaries. There’s a certain amount of trust you put in that things will not get too bad. You have much, much more control over whether things get too bad in Dungeons and Dragons. And you can also set conditions. People play non-violent Dungeons and Dragons. I’ve been in sessions where we literally done nothing other than talk. I’ve also been in bloodbaths. It’s a question of what kind campaign you want to run. You make that choice, and you can always renegotiate, always have your character’s heart change. And from that sort of grieved avenger to start to slowly become good, and to start to slowly be more non-violent. And frankly you can always join a rather non-violent game. You can be the cops, if you want. So to speak.

F: So how do you win this game?
M: there is no winning. It’s basically…

M: Everyone’s a winner.

M: Aww…

M: Does somebody want to give a brief synopsis on what’s happened?

M: Not really. (laugh)
M: So we started playing in April.

M: …It’s now September.

M: …Without rest.

M: …Non-stop.

M: …We’ve all lost all our jobs.

M: …We don’t work anymore.
M: …We’re about to be kicked out of the apartment. (laugh)

Aaron: So people ask how can you win this game. Well maybe the word game isn’t an accurate way to describe dungeons and dragons. Asking the question how do you win Dungeons and Dragons is like asking, “how do you win a movie?” or “how do you win a TV show?” you don’t win a TV show or a movie, but that doesn’t mean it wasn’t a lot of fun watching one.

Beth: Dungeons and Dragons is special because you get to play with magic. You get to be agents in this world. Everything you do here is going to have an effect. You can accomplish anything. I’ve overthrown governments. I’ve defeated armies. I’ve overthrown evil overlords and been an evil overlord. And you can achieve things when you’re playing Dungeons and Dragons that make you feel really powerful.   These are things are we assume that kids having time to do but adults should have grown out of it. They shouldn’t need to be someone other than who they are, they shouldn’t need to be imaginative, because you’re supposed to have already found everything else you need in the real world, and it’s just not true.  Magic is a reaction to modernity.  Modernity says everything can be explained by science, you shouldn’t look for anything beyond what you have because everything you could possibly imagine is right here. Modernity is really limiting and dehumanizing, and magic says, no, we’re all special, there’s something beyond what you can see, imagination is good, and myth is good, and I think that the success of Lord of The Rings and Harry Potter is our culture’s reaction to how focused we’ve become on science.

M:  I just know a lot of people that live lives that don’t encourage them to use their imagination at all. It’s not any slur against them either, that’s just the way you have to do..you have to do things, certain things in your life, things become utterly practical. I think it’s encouraging that people still take the time to imagine themselves in different situations and as different people.  

M: Geek is a subjective term. I mean I run my website, which is all about being a geek, and celebrating what you do as being a geek. So it’s, like, yea, everybody is a geek about something. If it happens to be about game you play with dice, I don’t see how that’s any worse than your fantasy football league, or baseball, or fantasy whatever the hell.  It’s definitely something that, yes, geeks plays DnD. You gotta be a geek to play it, but I don’t’ see anything wrong with it.

M: It’s totally for geeks, and that is why, I always think maybe I’ll really like it.  Fully recognizing that, yeah, that’s who I am. I’m a guy who really gets into epic tales and stories. People I’ve know who are really into DnD and who were into DnD, I think are cool, and are interesting and fun, and in that sense I’m like, oh, maybe it would be fun.

John: I think that the lasting value of the game, I mean, don’t get me wrong, cutting off monsters’ heads is fun, and it’s a key part of it, you gotta do it, but I think the lasting value, what will keep you coming back to it when you’re 34, 44, 54, and not just 14, is the role playing. Truly role playing. Character dynamics and interactions and caring about what happens to the character, I think that’s what’s really great about the game.

Amy Jo: DnD is contained. There’s something very good about being going into a room and immerse yourself in something, and then four hours later leave, not necessarily think about it until you meet again. So it’s very controlled and very contained. A lot of people live in fantasy worlds. Your idea of what your real life is like is my idea of a fantasy world, it doesn’t apply to me. I would see there’s potential for concern if I went to work in a cloak and I was wearing a sword. That could be a problem, and that might be some time to talk to me..until then, I don’t think that there’s….(laugh) until then, as if that’s gonna happen soon, but because that will never happen, I think there’s something very healthy about being able to get away from this context of reality. I don’t find it detrimental what’s or ever, I guess some people might, I would just challenge them to say “what makes it so great to be constantly in this type of environment 24/7?  What are you gaining from not reliving yourself from this world?” 

David: Fantasy and science fiction are the two genres that are defined by the fact that you cannot take the world as given.  They imagine a better or at least a different world. And whether it’s fantasy sports with baseball, or fantasy football, or whether it’s looking at the world analytically, and saying, “We don’t have to take things as given.

We can look at the world the way it never was and ask, why not?” Basically it’s an imaginative analytical move which says “Why can’t we change this?”  I think there’s a lot of great potential to have a lot of people imagining a different world.

Aaron: There’s nothing that television, a video game, or even a book can create that’s half as rich and half as rewarding as the things you can create yourself. It’s much more interesting to participate in your own creation than it is to participate in somebody else’s.

John: My words of wisdom would be to use your imagination, learn the rules just as much as you need to bend them and stretch them and create your own, make it your own game and it will richly reward you and repay you for 20 years and more.

Beth: This is history now. It’s a living culture. It’s going to continue to be as vibrant and interesting and exciting as it has been has as new people come into it. And they even got rid of THACO, it’s not that complicated anymore.

M: …three guards on duty, and a cook, four right there.

M: So my fortune is: “you’re given the chance to take part in an exciting adventure.

M: It already came true.

M: It’s already happening.

Music, fade.

